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This seal is your assurance that Nintendo 
has reviewed this product and that it 
has met our standards for excellence 
in workmanship, reliability and 
entertainment value. Always look 

for this seal when buying games and 
accessories to ensure complete com- 
patibility with your Nintendo Product. 


Original 
Qintendo) | 


Seal of 
Quality 


Thank you for selecting the KORG DS-10 Game Card for the Nintendo DS™ 
systems. 


IMPORTANT: Please carefully read the separate Health and Safety Precautions Booklet included with this product 
before using your Nintendo DS system, Game Card, Game Pak or accessory. The Booklet contains important 
health and safety information. Please read this Instruction Booklet thoroughly to ensure maximum enjoyment of your 
new game. It also contains important warranty and hotline information. Always save this Booklet for future reference. 


This Game Card will work only with the Nintendo DS systems. = 


IMPORTANT: The use of an unlawful device with your Nintendo DS system may render this game unplayable. | 


© 2008 KORG Inc. All rights reserved. 

© 2008 PROCYON STUDIO CO., LTD. All rights reserved. 

© 2008 AQ INTERACTIVE INC. 

Game Design, Game System and Game Engine by cavia inc. 
Synthesizer Design and Sound Engine by KORG Inc. 

DEMO SONGS BY KORG ING. © 2008 KORG Inc. All rights reserved. 4 
Trademarks are properties of their respective owners. Nintendo DS is a trademark of Nintendo. 

© 2008 NINTENDO. 


[0607/UKV/NTR] 


HOTLINE 


Call our games hotline for assistance on all Nintendo published /distributed 
software, hardware and accessories. Our dedicated games counsellors 
can answer all your gameplay questions, offering hints, tips and strategies 
to ensure that you get the most from your Nintendo products. 


To call the hotline, dial* 


+44 (0) 870 60 60 247 


(* Calls from a landline within the UK are charged at the standard 
national rate offered by the caller’s network provider. 
Charges may vary for calls made using a mobile phone. 


Customers calling from outside the UK will be charged 
at the international rate offered by the provider of the network being used 
to make the international call. 


Please obtain permission from the person responsible 
for paying the bill before calling.) 


Lines are open Monday to Friday 08:30 to 19:00** 


(** Charges and opening hours are correct at time of printing 
— May 2007 - 
but are subject to change without prior notice.) 
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24 MONTHS WARRANTY 


For a period of 24 months from the date of original purchase by a consumer within the 
European Economic Area, Nintendo of Europe GmbH warrants to the purchaser that 
this product is free from defects in material and workmanship at the time of such 
purchase and, further, Nintendo will, without charge to the purchaser, at its complete 
discretion either repair or replace the defective product. 
© This warranty does not apply if the defect is caused by the purchaser’s and/or any 
third party’s negligence, unreasonable use, modification, inappropriate repair, use 

of the product otherwise than in conformity with Nintendo's Instruction Booklet or 
as a result of accidental damage. 
© This warranty does not apply to products which have been used prior to the date of 
original purchase, whether for rental purposes or otherwise. 
® This warranty does not affect any statutory rights which the purchaser of consumer 
goods may have. 
In case of a defect covered by this warranty please contact:- 
Nintendo Service Centre 
Codestorm House, Walton Road, Farlington, Hampshire, PO6 1TR 
Tel: +44 (0) 87060 60 247 
(calls are charged at National Rates for UK customers and International Rates for Irish 
customers _ please obtain permission from the person responsible for the bill before calling) 
When sending the product to the Nintendo Service Centre, please use, if possible, 
the original packaging, add a description of the defect and attach thereto a copy of 
your proof of purchase showing the date thereof. 

If the 24 months period has already expired or if the defect is not covered by this 
warranty, Nintendo of Europe GmbH may still be prepared to repair or replace the 
product. For further information about this and in particular the details of any charges 
for such services please contact:- 

Nintendo Service Centre 
Tel: +44 (0) 870 60 60 247 
(calls are charged at National Rates for UK customers and International Rates for Irish 
customers — please obtain permission from the person responsible for the bill before calling) 
THIS WARRANTY DOES NOT APPLY TO EX-RENTAL OR SECOND-HAND PRODUCTS. 


WIRELESS DS MULTI-CARD PLAY 

THIS GAME ALLOWS WIRELESS MULTI-PLAYER GAMES 
WITH EACH NINTENDO DS SYSTEM CONTAINING A 
SEPARATE GAME CARD. 


THIS GAME ALLOWS WIRELESS GAME FEATURE SHARING 


Top screen 


= a) In this Instruction Booklet, the top screen is 
framed in grey, and the Touch Screen is framed 
in blue. 


Touch Screen 


The in-game language depends on the one that is set on the console. In this game you can choose between five 
different languages: English, German, French, Spanish and Italian. If your Nintendo DS system is already set to 
one of them, the same language will be displayed in the game. If your Nintendo DS system is set to another 
language, the in-game default language will be English. You can change the in-game language by changing the 
language setting of your console. For further instructions about how to change language settings please refer 
to the Instruction Booklet of your Nintendo DS system. 
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The PEGI age rating system: 


Age rating 


categories: 3 i" 7 i 1? ,. 1G: a 18 yy 
En en 
Content BAD DISCRIMI- DRUGS 
descriptors: [@2k1] LANGUAGE My NATION 
yy FEAR SEXUAL Kd VIOLENCE 
hx CONTENT 2G 


The PEGI Online logo indicates that a game allows the player to have access 
0 


GAMBLING 


14¢1} to online game play. For further information about online gaming please visit: 
Tah http://www.pegionline.eu 


For further information about the Pan European Game Information (PEGI) rating system visit: 


http://www.pegi.info 
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About KORG DS-10 


KORG DS-10 is a music too! that makes extensive song writing possible using two analogue 
synthesizer emulators and one drum module, as well as a 6-track/16-step sequencer and three 
types of audio effects, 


9 


Using the: Nintendo:DSisystem\ se ee ee 


L Button 


Switches between top screen 


and Touch Screen. X Button 


Plays or stops the song or pattern. 


+ Control Pad 
Moves the selection LED on the 
Map Screen and changes to the 
selected screen, 


NOTE: The control settings above are the default settings. Another button configuration can be selected under 
OPTIONS, in the Main Menu. 

Closing the Nintendo DS™ system during play will put the software into Sleep Mode, saving battery life. Opening 
the Nintendo DS system again will resume play. 


en 
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Credits Getting Started 


KORG INC. AQ INTERACTIVE INC. « _ @ Make sure the Nintendo DS system is switched off, then push the 
1 PRODUCT MANAGER I PRODUCER KORG DS-10 Game Card into the Game Card slot until you hear it click. EPO FLAG, AO TH HEATH 
TAKAHIRO SATO MICHIO OKAMIYA ppp ferme among 
I SYNTHESIZER ENGINEERS 1 R&D COORDINATION MANAGER © Turn on the power and the Health and Safety Screen will appear. 07 YOUR ALTHO SHEET 
KAZUHITO INOUE MAKOTO OSHITANI i Touch the Touch Screen with the Nintendo DS stylus to proceed to Or esuilathe heen 
MASANAO HAYASHI 1 R&D COORDINATION t inten Touch the Touch Screen to connie 
HIROSHI KOSUGE aad he Nintendo DS Menu Screen. 
1 SOUND DESIGNER AKAYUKI ITAGAKI © On the Nintendo DS Menu Screen, touch the KORG DS-10 Panel 
TOMOAKI KANAMORI ae bea to start the software. The Main Menu will appear. 
IAKI K 
I DESIGN SUPERVISOR NOTE: If your Nintendo DS system is set to AUTO MODE, you won't have to 
NAOKI! TAKIZAWA I TESTING thmuahitn t 5 Nintendo DS Instruction Booklet f 
I PUBLIC RELATION KIMIHIRO OKAMURA go through these s' eps, see your Nintendo nstruction Booklet for more 
JUNKO FUKAI SUYOSHI ABE details. 
| DEVELOPMENT SUPPORT DAISUKE ITO ie ; , 
JAMES SAJEVA I SALES & MARKETING EXECUTIVE © You will be given 4 options on the Main Menu. Touch one of the 
KORG USA INC.) SHUICHI MOTODA options to select it. 
I SALES & MARKETING 
PROCYON STUDIO CO., LTD. OSHIHIRO INOUE 
1 SOUND PROGRAMMER CHIAKI ITOFUSA 
HIDENORI SUZUKI OMIYOSHI IMAI 
I SEQUENCER & SYNTHESIZER SUPPORT ice eas 
JUNYA KURODA Saving and loadin ions 
DAITA SAKAMOTO 9 ad aay 
cavia inc. NAOTO NAKAGAWA KORG DS-10 can save patterns and songs as sessions. You can save up to 18 sessions. 
p To load a session, simply touch the button for the session you wish to load, then touch YES. 
uaheee cant SPECIAL THANKS | ce . ; . 
IPROGHENINIER HIDEKI MATSUTAKE ° This DS Game Card has a backup function that saves sessions you have created. 
MASAYOSHI KOBAYASHI ° Data can be lost due to the power being repeatedly turned on and off, the DS Game Card being 
I DESIGNER removed while the power indicator LED is flashing, improper use, dirty terminals and the like. 
SATOKO TSUSHIMA 7 Data that has been erased cannot be restored, so please be careful. 
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Quick Start Guide 


A good way to get started with KORG DS-10 is to experiment with the included demo session. 
The following guide will introduce you to the synthesizer's main functions. 


0) oading the demo 
urn your Nintendo DS system on and start the software. 


When the Main Menu (screen 1) appears, touch SINGLE 
PLAYER. 


ouch Screen. Touch DEMO-1 and then touch YES 


@ 
® The Session Load Menu (screen 2) will appear on the 
0) 


SYN1 KBD will be lit red on the top screen (screen 3) and 
he Keyboard Screen (screen 4) will appear on the Touch 
Screen. 


® Playing the synthesizer using the keyboard 
Synthesizer 1 (SYN1) will now play when you touch the 
keyboard. You can load a different preset tone colour for the 
synthesizer by touching the wide button at the top of the 
Touch Screen to go to the Load or Save Program Menu. r7) 


® Swapping screens 
Touch the IBM button in the top right corner of the Touch Screen to swap the top screen and 
Touch Screen display, then touch SYN1 KAOSS below SYN1 KBD. 
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The [J icon, which is displayed during wireless communications, is an indicator of the current wireless 
signal strength. There are four levels of signal strength. A stronger signal reception will provide smoother 
wireless communications play. 


0 1 


2 3 
Weak <———————> Strong 


When wireless communications are in progress, the Power Indicator LED will blink rapidly. 


For best results, follow these guidelines: 


* Begin with the distance between systems at about 10 metres (approx. 33 feet) or less and move 
closer or farther apart as desired, keeping the signal strength at two or more bars for best results. 


* Keep the maximum distance between systems at about 20 metres (approx. 66 feet) or less. 
* The systems should face each other as directly as possible. 
* Avoid having people or other obstructions between the Nintendo DS systems. 


* Avoid interference from other devices. If communications seem to be affected by other devices 
(wireless LAN, microwave ovens, cordless devices, computers), move to another location or turn 
off the interfering device. 


Chapter 9 DS Wireless Communications (Multi-Card Play) 
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DS Wireless Communications (Multi-Card Play) 


Here is an explanation of how to play using Multi-Card Play. 


The Things You'll Need 
Nintendo DS system One for each player 
KORG DS-10 Game Card One for each player 
Connection Procedures 


1. Make sure that the power is turned off on all systems, and insert the Game Card into each system. 


2. Turn the power on. If the Start-up Mode of your system is set to MANUAL MODE, the Nintendo DS 
Menu Screen will be displayed. In case it is set to AUTO MODE, skip the next step and go on with 
step 4, 


3. Touch the KORG DS-10 Panel. 
4. Now, follow the instructions on page 48. 


Guidelines for Communications 

For best results when using the wireless communications feature, follow these guidelines. 

The Ei icon is an indicator of wireless communications. It appears on the Nintendo DS Menu Screen 

or Game Screen. 

He DS wireless icon indicates that the associated choice will activate the wireless communications 
function. 

DO NOT use DS Wireless Communications in prohibited areas (such as in hospitals, on aeroplanes etc. ). 
For further information regarding the usage of the wireless communications function, please refer to the 
separate Health and Safety Precautions Booklet included with your Nintendo DS system. 


- 


i on, 
x 

S Oi ja 
1, Within ( i 
+_—_— > 

) 4 10 metres i. | 
7 0, ‘ 
“ See t+ | 
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® The Map Screen will move to the top screen and the KAOSS 
Pad Screen (screen 5) will be displayed on the Touch Screen. 
NOTE: You can swap the screens at any time by touching the 
BEB button on the Touch Screen or by pressing the L Button 
Playing the synthesizer using the KAOSS Pad 
To start the sequencer, tap the IMM button at the top of the 
KAOSS Pad Screen on the Touch Screen. 


NOTE: Touch the MM button again to stop the sequencer. 


©® You can alter the sequence phrase by sliding the stylus over 
the Touch Screen. 


Recording a sequence phrase in real time 
You can record the sequence phrase you have created or altered 
using the stylus. First, touch the Ill button at the top of the 
Touch Screen to begin recording 


@ Create or alter a sequence phrase by touching the screen. 
The sequence phrase will be recorded. 


@® Touch the Il button again to stop recording. 


KORGOS 


ini 
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® Altering the tone colour of the synthesizer 
Start the sequencer as described in the previous page, then 
touch the I button to call the Map Screen up on the Touch 
Screen and tap SYN1 EDIT. The Synthesizer Edit Screen 
(screen 6) will be displayed on the Touch Screen. 


You can use the Synthesizer Edit Screen to alter the tone 
colour of the synthesizer. Change the sound colour by using 
the stylus to turn the knobs as desired 
NOTE: If you set certain knobs (LEVEL, CUTOFF, ATTACK, DECAY, etc.) 


to extreme levels, sound output could become quiet or there may be 
no sound at all 


@® Changing the pitch and timing 
Touch the MM button to call the Map Screen up on the 
Touch Screen and tap the SYN1 SEQ button to the left of 
SYN1 EDIT. The Synthesizer Sequencer Screen for Syn- 
thesizer 1 (screen 7) will be displayed on the Touch Screen 


| 
wi 
i) 
2 
a 
= 
tat 


@ On the Synthesizer Sequencer Screen you can create and fine tune sequence phrases 
If you recorded a sequence phrase at Steps 10-12, the sequence phrase you recorded will 
be shown here. 


Chapter 2 Jick Start Guide 


DOWNLOAD system 
@ Select DATA EXCHANGE from the Main Menu. 


© The Upload and Download Selection Screen will appear. 
Touch DOWNLOAD to display the message START LINK? and 


then touch YES 


© The ID of any data upload systems (Master system) will be 
displayed. Select the ID of the Master you wish to link to 


© The session data will download when the Master system 


starts the upload. 


Important 


If you experience difficulties with DS Wireless Communications please use one of the following 


methods to stop the connection 
Return to the Main Menu 
Close one of the Nintendo DS systems 


© Turn off the power. 


Chapter 8 Multiplayer Mode 


and Data Exchange 
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DATA EXCHANGE 

With this option, you can exchange session data between two or more Nintendo DS systems 
using KORG DS-10. Uploaded session data can be downloaded by up to seven systems. Use the 
following procedure to start: 


UPLOAD system 

@ Select DATA EXCHANGE from the Main Menu 

© The Upload and Download Selection Screen will appear 
Touch UPLOAD to display the sessions and select the session 
you would like to upload by touching it with the stylus 

© The message START LINK? will be displayed. Touch YES 


© When the system or systems that will receive the data 
(Slave systems) are connected, the message START UPLOAD? 
will be displayed. Touch YES 
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@ The grid represents pitch (vertically) and timing (horizontally). White squares show when sound 
is produced. Touch a blank square to turn it white. Touch it again to revert it to a blank square 
Experiment by touching different squares and hear how the sequence phrase changes. 
® If the sequencer has not been started, no sound will play even if you touch the screen 
* You can scroll the screen by sliding the scroll bar to the left up and down. This allows you to input 

higher or lower notes. 
* The current sequence phrase can be erased by touching the CLR (Clear) button at the top. 


Editing the drum pattern 
Touch the button to call the Map Screen up on the 
Touch Screen and tap-the DRUMS SEQ button at the bottom 
left of the screen. The Drum Sequencer Screen (screen 8) 
will be displayed on the Touch Screen 


You can create and edit drum patterns on the Drum 
Sequencer Screen rs) 
As with the Synthesizer Sequencer Screen, a sound is made at each white square 
The first row is the bass drum, followed by snare, chord and arpeggio sound. The horizontal 
axis represents the timing. The rhythm pattern can be changed by touching the screen. 


© If the sequencer has not been started, no sound will play even if you touch the screen. 
* You can clear all of the patterns by touching the CLR (Clear) button at the top 
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Adjusting the volume and panning 

ouch the IZM button to call the Map Screen up on the 
ouch Screen and touch MIXER at the top right of the screen 
he Mixer Screen (screen 9) will be displayed on the Touch 
Screen. 


@ Here you can adjust the volume setting and panning (stereo 
eft and right positions) for each track. Starting from the left, 
he tracks are as follows: SYN1, SYN2 and the four types of 
drums (bass drum, snare, chord and arpeggio sound). 


. 0 change the volume, move the slider for each track up or down. You can change the panning 
position of the track by turning the knobs on the top to the desired direction (left or right) 


Saving data 


If you turn your Nintendo DS system off at this point, any unsaved data will be deleted. Make sure 
to save frequently in order to avoid losing data. 


NOTE: Refer to page 14 for more details. 
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© A Multiplayer session can only be started or stopped by the Master system. Moreover, BPM, 
SWING, STEP, SONG or drum tone colour cannot be edited or created during a Multiplayer 
session; nor can preset tone colours be used, and tone colours cannot be saved or loaded. 


SLAVE system 
@ Select MULTIPLAYER from the Main Menu. 


@ The Session Load Menu will appear. Touch the session 
you wish to load and then touch YES 


© The Master and Slave Selection Screen will be displayed. 
Touch SLAVE. 


© The message START LINK? will be displayed. Touch YES. 
You will see the ID number of any Master system that has 
started DS Wireless Communications. Select the ID of the 
Master you wish to link to. Once the Master accepts the 
connection, the Multiplayer session will start. 


© A Multiplayer session can only be started or stopped by the 
Master system. Moreover, BPM, SWING, STEP, SONG or drum 
tone colour cannot be edited or created during a Multiplayer 
session; nor can preset tone colours be used, and tone colours 
cannot be saved or loaded. 
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Multiplayer Mode and Data Exchange 


With KORG DS-10, it is possible to communicate with a nearby Nintendo DS system using DS Wireless 
Communications. There are two forms of DS Wireless Communications: MULTIPLAYER where up to 
eight systems using KORG DS-10 can play together, and DATA EXCHANGE where session data can 
be exchanged. 


MULTIPLAYER 


Two or more users can play together in the Multiplayer Mode. 
There can be a maximum of seven Slave systems to one Master 
system, and they all can start to play together simultaneously 
Use the following procedure to start 


MASTER system 
@ Select MULTIPLAYER from the Main Menu 


@ The Session Load Menu will appear. Touch the session 
you wish to load and then touch YES 


© The Master and Slave Selection Screen will be displayed. 
Touch MASTER. 


© The message START LINK? will be displayed. Touch YES 
The ID displayed on the screen will be the ID of the Master 
system. 


© Once connected with the Slave systems, the number of 
connected systems and the message START MULTIPLAYER? 
will be displayed. Touch YES. 


Chapter 8 Multiplayer Mode and Data Exchange 


Getting to grips with KORG DS-10 


© Try following the same procedure shown in Steps 4 to 19 to change the tone colour and sequence 
phrase for Synthesizer 2 (SYN2). 


You can also record sequence phrases using the Keyboard Screen (see p. 23). 
For more advanced tone colour editing, use SYN1 PATCH (Patch Panel Screen, see p. 33). 


© There are also advanced settings you can use to finely tune the synthesizer sequencer and 
drum sequencer (see p. 20 and 36), 


The drum tone colour can also be altered (see p. 38) 
© Try applying effects to the tracks to make more complex sounds (see p. 41) 


© In the last slot of bank C in the Session Load Menu, there is a session named INIT (initial). The INIT 
session resets the parameters of all synthesizers to a neutral (default) position and provides a 
straight quarter note pattern as a starting point 


You can return a previously saved session to an initial session by loading INIT and then saving 
it to a slot of the existing saved session you want to initialise 


Chapter 2 Quick Start Guide 
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Saving and loading sessions @ CLR (Clear) button................ Clears all data displayed on the screen. 


ORG DS-10 manages created patterns and songs as sessions. This structure of a session is shown © Mutton. Plays or stops a song. 
in the following diagram. 4 © Top scroll bar (measures)... The measure display range can be moved by sliding the top scroll 
mene Zs fr bar using the stylus. 
SESSION (A1~C6) © Left scroll bar (patterns)......... The pattern display range can be moved by sliding the left scroll 
[sone | ree d bar using the stylus. 
100 measures} |; @Salaress,. fice hae The horizontal direction represents measures and the vertical 
BA : ¥ direction represents patterns. Squares can be placed as desired 
TERN (1-16) by touching the grid. 
SYN (1-2 


EDIT/PATCH When you touch the Il button while a song is being played, the red LED indicating the measure 
 MIXE R SIGNAL OUT currently playing moves to the left edge and stops. Touch the I button again to start playing from 

ne ee that starting point. It is possible to play a song from any given measure of music by scrolling the top 
bar until the desired position. 


v 


DRUMS (1~4 
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SONG What's saved in a session? 


One song, 16 patterns, the drum tone colour and the settings for MIXER, FX, SWING and BPM 
* (beats per minute). The drum tone colour and settings for MIXER, FX, SWING and BPM are shared 
across the whole session. Up to 18 sessions can be saved 


You can compose songs on this screen by lining up patterns in order. It is possible to line up 
a maximum of 100 measures. 


What's saved in a pattern? 


he SYN SEQ, KBD, KAOSS, EDIT, PATCH settings for the two synthesizers, the settings for all 4 tracks 
of the DRUMS SEQ and STEP settings 


Saving 


fo save data, touch the SAVE button at the bottom right of the Map Screen. The Session Save 
Menu will be displayed. Touch the desired session save slot using the stylus and then touch YES 
n order to rename and save a session, select SAVE AS. When you have entered a name for the 
session, touch ENTER then touch YES 


Loading 


7H 0 load a session from the options SINGLE PLAYER, MULTIPLAYER or DATA EXCHANGE, touch the 
desired session from the Session Load Menu using the stylus and then touch YES 
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MENU @ COPY..................... Once you have selected the pattern you want to copy, press this button. 
a Then touch another pattern button to paste the pattern to that location. 


@ SINGLE PLAYE R eon! H @ LOCK. eccccccs 
Touch this button to play KORG DS-10 individually. 


you touch a pattern button when the lock is off, the pattern will play 

immediately. If the lock is on, the pattern will start directly after the end 
In the Session Load Menu, select the session you wish to the pattern currently playing 
load by touching it with the stylus and then tap YES. There are 
seven sessions in each one of the banks A to C, making a total 


of 21 sessions. 


=} 


© MBB button............. 
© PTN1 to PTNI6 


Plays or stops a pattern. 

BAS] 

© M (Mute) button...... Silences the track. 
[3 


elects the pattern to be edited or played 


Demo sessions are displayed at the bottom of bank A and B 
Please note that these demo sessions cannot be overwritten @ S (Solo) button 


ays only the sounds of the tracks selected as Solo 


@ MULTIPLAYER NOTE: The M (Mute) and S (Solo) buttons are linked to the mixer's M and S buttons. 


Touch this button for DS Wireless Communications between 
two or more Nintendo DS systems using KORG DS-10 


Once you have selected the desired session following the 
same procedure as for the Single Player Mode, you will 
need to set up the systems for wireless communications. 


MASTER .......000+. The system set to MASTER will be the main 
unit 
SLAVE .......0..... The system set to SLAVE will be the sub unit 


Refer to page 48 for more details. 
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PATTERN 


Use this screen to select a pattern for editing or playback. During playback, it is possible to switch 
the patterns in real-time, by touching the appropriate button. 


COPY 
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© DATA EXCHANGE 

Touch this button whenever you want to exchange session data. 
UPLOAD............... Allows you to send a session to another 
Nintendo DS system. First select this option 
and then touch the session you wish to send. 


DOWNLOAD....... Allows you to receive a session from another 
Nintendo DS system. 


Refer to page 50 for more details 


© OPTIONS 
SCREEN 
BRIGHTNESS — Adjust the brightness of the screen to one 
of three levels 


BUTTON 
CONFIG Change the button settings 
1 is the default setting, while 2 sets the 
button configuration as follows: 
+ Control Pad............ Press Up on the # Control Pad to play or stop the song or pattern 


A Button /B Button / 
X Button/Y Button .... Moves the selection LED on the Map Screen and changes the 
Touch Screen view to the selected screen. 


R Button seuss SWitches between the top screen and the Touch Screen 
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MAP © CHORUS 


Depth is added to the original sound by overlapping sounds. 


From here you can navigate the different menus and also change session-wide settings. To select 


an item from the Map Screen, tap the I button to call up the Map Screen on the Touch Screen LFO FREQ Sets the speed with which the effect is applied 
and then touch the appropriate button DEPTH Sets the depth to which the Low Frequency Oscillator is applied. 
DRY/WET................... Sets the degree of the effect. When turned to the DRY side, the original 
‘ 
PATTERN ' sound will be more intense. When turned to the WET side, the effect sound 


Whi SEQ will be more intense 


@ PATTERN............ Displays the Pattern Screen where you can select a pattern to 
edit (see p. 44) 


@ STEP................ Sets the number of steps that make up one pattern 

© Bx button Swaps the display of the top screen and Touch Screen 

@ SYN1 SEQ .. Displays the Synthesizer Sequencer Screen of Synthesizer 1 (see p. 20) F 
© SYN1 KBD.. Displays the Keyboard Screen of Synthesizer 1 (see p. 23) 

© SYN1 KAOSS..... Displays the KAOSS Pad Screen of Synthesizer 1 (see p. 25) 
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L/PRIATIO: assed Sets the ratio of the delay time on the stereo left or right. When this 
knob is in the central position, the delay time of left and right become 
same time, but when it is turned to the left, the delay on the stereo left 


gets faster. 
FEEDBACK sosesssss.sccseee Sets the length of time for which the delay will be repeated. 
DRY/AWET. cco. eee Sets the degree of the effect. When turned to the DRY side, the original 


sound will be more intense. When turned to the WET side, the effect 
sound will be more intense. 


@ FLANGER 


Imparts a metallic effect to a sound. A sweeping effect is obtained by applying DEPTH and 
FEEDBACK. 


LFO FREQ (Low 
Frequency Oscillator)... Sets the speed with which the effect is applied. 


DEPTH...cahweecguavtog Sets the depth to which the Low Frequency Oscillator is applied. 
FEEDBACK .... 
DRY/WET 


Sets the intensity of the metallic effect created through flanging. 

Sets the degree of the effect. When turned to the DRY side, the original 
sound will be more intense. When turned to the WET side, the effect sound 
will be more intense. 
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@ SYN1 EDIT 
© SYN1 PATCH... 
© SYN2 SEO. 


... Displays the Synthesizer Edit Screen of Synthesizer 1 (see p. 29). 


Displays the Patch Panel Screen of Synthesizer 1 (see p. 33). 


... Displays the Synthesizer Sequencer Screen of Synthesizer 2 
(see p. 20). 


@ SYN2 KBD... Displays the Keyboard Screen of Synthesizer 2 (see p. 23). 

@® SYN2 KAOSS.. ... Displays the KAOSS Pad Screen of Synthesizer 2 (see p. 25). 

@® SYNZ EDIT... ecescsccsee Displays the Synthesizer Edit Screen of Synthesizer 2 (see p. 29). 
Displays the Patch Panel Screen of Synthesizer 2 (see p. 33). 


Displays the Drum Sequencer Screen (see p. 36). 
... Displays the Mixer Screen (see p. 40). 

Displays the Effects Screen (see p. 41). 

... Returns to the Main Menu (see p. 16). 


Displays the Song Screen where a song can be created by arranging 
patterns (see p. 46). 


@® DRUMS... ecccseeccccscceee Displays the Drum Edit Screen (see p. 38). 

@® SESSION......c0sscssssscsseeen Displays the name of the session being edited. 

MD TSWINGH: Acanceneates Sets the amount of swing. 

® BPM (Beats Per Minute).. Sets the tempo. 

® SAVE.. ... Stores a session (see p. 14). Up to 18 sessions can be saved. 


Chapter 3 MAP. 


19 


SYN1/2 SEQ (Synthesizer Sequencer) 


Input or edit the notes played by the synthesizer on this screen 


© Wbutton....... 


© CLR (Clear) button..... 
© S (Solo) button........ 
© WM button........... 


© Squares........ 


... Switches between editable parameters (NOTE, GATE, VOLUME, PAN, 


KAOSS X/Y) 
Clears all data except for KAOSS X/Y data (see p. 22) 
Plays only the sounds of the tracks selected as Solo. 


Plays or stops a pattern 


... Add notes by touching a blank square with the stylus. Touch a filled 


square again to make it blank. The horizontal axis represents the timing 


NOTE: These functions are common to the Edit Screen of each parameter. 
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FX (Effects) 


The effects that can be applied to a sound are set on this screen. One of these three effects, DELAY, 


FLANGER and CHORUS, can be assigned to selected tracks 


@ DELAY 


Adds an echo effect to a sound. 


SYNC 


DELAY TIME..... 


Synchronises the delay time to the session's tempo when the switch 


is turned to BPM 


Sets the time at which the delay will be repeated 


Chapter 6 FX (Effect 


41 


40 


MIXER 


On this screen you can adjust the volume, pan, etc. of each track 


ORUMT DRUM 2 ORUM ORUM 4 


© MB button 

@ Pan knobs 

© M (Mute) button... 
@ S (Solo) button 
© Fader 


.. Plays or stops a pattern 
.. Edits the stereo position of the track 
Silences the track 
. Plays only the sounds of the tracks selected as Solo 


. Adjusts the volume of the track. 
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NOTE 


You can add notes and alter the pitch of each step. The keyboard 
shown vertically to the left shows the pitch. The pitch becomes 

higher as you move upwards. Slide the scroll bar on the left edge 
to change the range of pitch you can use 


GATE 


You can adjust the length of the note played in each step. 
LEGATO ties a note to the note of the following step to the right 
The percentage values allow you to change the length of a note 
from the standard of 100% 


VOLUME 


You can change the volume of a note for each step. There are 
12 volume levels from the lowest (MIN) to the highest (MAX) 
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PAN 
You can change the stereo position for each step Cis a sound DRUM 
layed in the centre, L1 and L2 are sounds that are played from 1 
the left, and R1 and R2 are sounds played from the right. L1 and 
11 are sounds that are played between the centre and L2 and R2, 
respectively. DRUM EDIT PATCH 
DRUM Fe 
AOSS X/Y 
{ere you can edit the parameter values that you have recorded 
using KAOSS Pad 3 (see p. 25). Editing is done on 12 levels 
lease note that these parameter values can only be deleted by : 
using the CLR (Clear) button on the KAOSS X/Y Edit Screen Drum Edit Selection Screen 
Clearing data on any of the other Edit Screens does not affect DRUM Displays the number of the drum pad being edited 
hem DRUM EDIT Displays the same screen as the Synthesizer Edit Screen (see p. 29) 
Y | 
DRUM EDIT PATCH..... Displays the same screen as the Patch Panel Screen used for SYN1/2 PATCH 
(Patch Panel) (see p.33) 
DRUM FX Here you can apply effects to the drums. The basic functions and controls 
are the same as for FX (Effects) (see p. 41) 
OK Returns to the Drum Pad Screen, When you touch this button, the drum tone 
colour that you were just editing will be assigned to the active drum pad 
) 
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DRUMS (Drums Edit) 


Use this screen to create or edit the tone colour of each drum. You can also record a rhythm pattern 
in real-time by turning the Ill button on and touching the drum pad with the stylus 


Creating or editing the drum tone colour 


| After touching the EDIT button, select the drum pad for which you would like to create or edit 
the tone colour. 


2. The same screen as the Synthesizer Edit Screen (see p. 29) is displayed. Here you can 
create or edit the tone colour. Please note that the Drum Edit Screen does not include knobs 
for PORTA (Portamento) and RELEASE 


3, When you have finished, touch the IM button to call the Drum Edit Selection Screen up on 
the Touch Screen and select OK 
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SYN1/2 KBD (Keyboa rd) 


A keyboard is displayed on this screen. Sounds are made by touching the keys using the stylus 


When you play the keyboard and the Il button is turned on, the sounds played are produced in 
time with the tempo 


When the EM button is turned off, the sounds are produced in real-time 
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_ Raises the range that can be performed by an octave. 


Ret, arenes? Lowers the range that can be performed by an octave. 
© Octave LED «00... Displays the current register. 1 


@ Load or Save 
Program button...,........ This shows the tone colour currently being used. You can load and 
save the tone colour by touching this button and then selecting the 4 


corresponding option with the stylus (see p. 29). 


@ S (Solo) button .. Plays only the sounds of the tracks selected as Solo. 

© Mik button... .. Touch this button to activate the recording function and record a phrase. 
The recorded notes can be edited on the Synthesizer Sequencer 
Screen. 

@ MB button. Plays or stops a pattern. 

© Keyboard ....ccccccccsssssen Touch the keyboard with the stylus to play music. 
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@ CLR (Clear) button........ Clears all data. 


© MM button................ Plays or stops a pattern. 
© S (Solo) button............. Plays only the sounds of the tracks selected as Solo. 
© Squares... Data can be input by touching a blank square with the stylus. Touch a 


white square again to revert it to blank. The horizontal axis represents 
the timing. 


. You can input and alter the pitch of a beat for each step. 

O GARE eicccsics tae You can change the length of a beat for each step. 

... You can change the volume of a beat for each step. 

OIPAN Sitscctessssticiteo ee You can change the stereo position of the beat for each step. 


The numbers 1 to 4 at the left edge of the screen correspond to the tone colour of drum pads 1 to 4. 
It is possible to edit the sequencer parameters of each track in detail by touching the appropriate 
button number. 


Using the drum sequencer is basically the same as the synthesizer sequencer (see p. 20). 


* KAOSS X/Y is not included among the drum sequencer parameters. 


* 1 SHOT is added to the drum sequencer GATE values (see screen 6 on the previous page). By selecting 1 SHOT, 
a drum sound will be played until the next note is triggered. 
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DRUMS SEQ (Drums Sequencer) SYN1/2 KAOSS (KAOSS Pad) 


Input or edit the beats played by the drum module using this screen. On this screen, you can play music by sliding the stylus around the pad. The sound created will 
depend on the parameters of the X and Y‘axesy 


OR ) 


For instance, on KAOSS Pad 1, the NOTE (Pitch) parameter is set on the X axis and the GATE parameter 
(Sound Length) is set on the Y axis. Slide the stylus horizontally to change the pitch and slide the stylus 
vertically to change the length of the note 
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O Make The NOTE (Pitch) is preset on KAOSS X and the GATE (Sound Length) is 
preset on KAOSS Y. The key and scale can be adjusted in SET. 
Co eee ee PAN (Sound Stereo Position) is preset on KAOSS X and VOL (Volume) 
is preset on KAOSS Y. 
.. The default settings CUTOFF and PEAK can be replaced by any synthesizer 
parameter on KAOSS X and KAOSS Y. 
© SET. cctiicaces cate This button displays the Setting Screen for pads 1 and 3. For pad 1, 
you can alter the KEY and the SCALE, and for pad 3, you can chose the 
parameters used for X and Y. The data recorded on pad 3 can be altered 


in the KAOSS X/Y Edit Screen. 
@ HLD (Hold) and 
SMT (Smooth).........00 HLD updates data at each step. SMT smoothly links data. 
@ S (Solo) button............ Plays only the sounds of the tracks selected as Solo. 
© MiB button.w.. Touch this button to record a sequence phrase or parameter. The recorded 
data can be modified in the Synthesizer Edit Screen. 
© MBbutton. Plays or stops a pattern. 


© Y axis parameter......... Displays the parameter set on the Y axis (GATE, VOL, etc.). 
@® X axis parameter......... Displays the parameter set on the X axis (NOTE, PAN, etc.). 
@ KAOSS Pad... Change sounds by touching or sliding on the screen with the stylus. 
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OiEG eee ae. Outputs the Envelope Generator signal. 
... Outputs the Voltage Controlled Oscillator 2 signal. 


... Inputs an arbitrary modulation source to be applied to the pitch of both 


oscillators. The degree of the modulation is selected using the top knob. 


@ VCO1 PITCH IN ........ Inputs an arbitrary modulation source to be applied to the pitch of 
Voltage Controlled Oscillator 1. The degree of the modulation is set 
using the top knob. 


@® VC02 PITCHIN........... Inputs an arbitrary modulation source to be applied to the pitch of 
Voltage Controlled Oscillator 2. The degree of the modulation is set 
using the top knob. 


@® CUTOFF IN................... Inputs an arbitrary modulation source to be applied to the cutoff 
frequency. The degree of the modulation is set using the top knob. 


@ VGAING ccssceees ste Inputs an arbitrary modulation source to be applied to the volume. 
The degree of the modulation is set using the top knob. 


When adding or subtracting MG or EG signal 
Turn the knobs to the left or to the right (the knob’s central position has no effect). 


When adding VC02 signal 
Turn the knob to the right (the knob’s minimum value has no effect). 
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@ Load or Save Scale Table 
Program button........... Displays the tone colour being edited. You can load or save a tone colour : [Scalename 
by touching the button with the stylus (see p. 29). \ pe | Disoley Scale name Scale {key of C) 
@ S (Solo) button... Plays only the sounds of the tracks selected as Solo. 1. | CHROMA C, Db, D, Eb, E, F, Gb, G, Ab, A, Bb, B,C 


© WEB button................. Plays or stops a pattern. . | JONIAN lonian C,D,E,F,G,A, B,C 
@ BPM SYNC.. .. The Modulation Generator speed can be synchronised with the tempo ‘ DORIAN Dorian C,D, Eb, FG, A, Bb, C 


by using the stylus to slide the switch to BPM. 


2 
3. 
4. C, Db, Eb, F, G, Ab, Bb, C 
© FREQ (Frequency). 5. CDEF.GABC 
© MG WAVE OUT........... Outputs the Modulation Generator. 
Ed Outputs a triangular wave. 6. C,D, E,F.G, A, Bb, C 
ey 
8 
9. 


.. Sets the Modulation Generator speed. 


HGS Outputs a saw-tooth wave, AEOLIA C, D, Eb, FG, Ab, Bb, C 
HS Outputs a pulse wave. jAcOuA | ; 
S&H (Sample & Hold) Outputs random values. | LOCRIA Locrian C, Db, Eb, F. Gb, Ab, Bb, C 
. | MBLUES Major Blues C, Eb, E, G, A, Bb, C 
10, | mBLUES C, Eb, F. Gb, G, Bb, C 
DIM 


Diminished C.D, Eb, F Fe, GH, A, B,C 
12. Combination Diminished | C, Db, Eb, E, F#, G, A, Bb, C 
14. | mPENTA Minor Pentatonic C,Eb, FG, Bb, C 

15. | RAGA1 Raga Bhairav C, Db, E, F, G, Ab, B, C 


16. | RAGAZ C, Db, E, FE, G, A, B, C 
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Display 


No 
Th 


Scale name 


Raga Todi 


18. 


19 
20 


21. | E ‘ 


HAWAII 


PELOG 


5TH 
OCTAVE 


Ryukyu Scale 


Spanish ‘Scale 


Gypsy Scale 


Scale (key of C) 
C, Db, Eb, FR, G, Ab, B, C 


C, Db, Eb, EF,G, Ab, Bb,C 
C, D, Eb, F#, G, Ab, B,C 


Arabian Scale 


Egypt jan Scale 


‘Hawaiian Scale 


Bali. Island Pelog ha: 


Japanese Miyako 


bushi 


'Wholetone 


Minor 3rd interval 


Major 3rd Interval 


ath Interval 


bth Interval 


Octave Interval 


‘Tc. bb, Eb, 6, Ab,C 


y (C.D, EF.Gb, Ab,Bb,C 


C.D, FG, Bb, C 
CD,E GAC 


C.DbFG,Ab,C 


EFG,B,C 
D, E, Gb, Ab, Bb, C 
Eb, Gb, A, C 
E,Ab,C 
F Bb, C 


elo2loe2j;e};oa 2/2] 
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SYN1/2 PATCH (Patch Panel) 


On this screen you can do more advanced editing of the synthesizer tone colour using a patch panel. 
Connect patch cables by sliding the stylus between one of the bottom jacks (Modulation Source) and 
one of the top jacks (Modulation Target) 


ta to § 


UTOFF IH, 


piven it 
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VCA (Voltage-Controlled Amplifier) 


@® LEVEL rvescssssecssecesee Adjusts the volume. 
@ DRIVE ...cccccccssssssssseveeeee Adds distortion to a sound. The distortion is intensified by turning the 
knob to the right. 
® \CA EG (Amplifier 
Envelope Generator)... Selects the method to manipulate the VCA. 

EG (Envelope 

Generator) Volume will be controlled by the EG 

GATE Volume is not controlled by the EG, and a sound is only produced during note on 
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SYN1/2 EDIT (Synthesizer Edit) 


Edit the synthesizer tone colour on this screen. 


@ Load or Save Program button....... This shows the tone colour currently being used, You can 
load and save the tone colour by touching this button and 


then selecting the corresponding option with the stylus. 
Loading a preset tone colour 
Touch the Load or Save Program button to see a list of preset tone colours. There are eight preset tone 
colours for each of banks A to F, making a total of 48 presets, Touch the tone colour name you want to 
use and touch YES to load the corresponding preset tone colour. 
Renaming a preset tone colour 


Select SAVE AS to rename a tone colour before saving it. Once the name has been input, touch ENTER 
and then touch YES 
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@ S (Solo) button............ Plays only the sounds of the tracks selected as Solo. 


© MMbutton ww. Plays or stops a pattern. 

PITCH At 
© OCTAVE isccccssccny scat Sets the octave at which sounds are being produced. 
© PORTA (Portamento).... Smoothly ties together two notes of different pitches. The further the ') 


knob is turned to the right, the longer it will take to reach the target pitch. 


@© EG INT (Envelope 
Generator Intensity)... Sets the degree to which the Envelope Generator is applied to pitch. 


VCO (Voltage Controlled Oscillator) 


@ VC01 and VC02.......... Selects between triangular wave, saw-tooth wave, pulse wave and 
white noise. 

© BALANCE ..ccssssessessee Sets the mix balance of VCO1 and VCO2. 

© VC02 PITCH 


(Oscillator 2 Pitch) Sets the VCO2 pitch in fine increments. When white noise is selected 


for VCO2, this adjusts the tone colour of the white noise. 
@® VCO SYNC (Oscillator 
Synchronisation)......... Turn the switch ON by sliding on the screen with the stylus to synchronise 
the oscillators and create a more complex waveform. When VCO SYNC 
is on, turning the VCO2 PITCH knob no longer changes the pitch but the j) 


timbre of VC02. | 
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VCF (Voltage-Controlled Filter) 


@® CUTOFF....................... Adjusts the cutoff frequency of the filter and sets the amount of sound 
that is cut off. 


© “PEAK eerste ce Accentuates the sound near the cutoff frequency of the filter and adds 
character to the effect of the filter. 
@® EG INT (Envelope 
Generator Intensity)... Sets the degree to which the Envelope Generator is applied to the filter. 
@ Wee eens. Slide the switch using the stylus to select the type of filter to be used. 


LPF (Low Pass Filter}: Lets only low frequencies pass by cutting the high note range and rounds the 
tone colour. 


HPF (High Pass Filter): Lets only high frequencies pass by cutting the low note range and makes tone 
colour sharp. 


BPF (Band Pass Filter); Cuts high notes and low notes outside a predetermined frequency range and lets 
only the remaining frequencies pass. 


EG (Envelope Generator) 


@vATACK ae... Sets the time for the sound to reach full volume of EG. 

@iDEGAY G aeaae Specifies the time until the volume set for SUSTAIN is reached. 

@® SUSTAIN...................... Sets the volume to be reached after the time set for DECAY has elapsed. 
(© RELEASE ccc Sets the time for the sound to fade out after the note (key) is released. 
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